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ANT ATTACK 



• Quicksilva Issue 1 



•he pioneefing. shaded 3-D graphics m 
this ancient 0s9ue l ) Sandy UVhiie mas- 
terpiece are slil impressive today, They help 
lo fofm a tense atmcffliphef e. as the marn 
ChWiWitilirnfns (hirougjh the city dodgtng the 
ti ' hero/hflfoine has 10 rescue 

ii . - ,, .nd/bo/fnand; Hie choice of 
these IS made before the game (obviously 
one of the first non -sexist games). The per- 



son to be rescued gets to ht^et places as 
the game progresses, and an am can pro- 
vide a convenient platform fof stepping up 
to reach the him/her. 3-DAfTit Attack con- 
sols rKH onty of attracifve graphics bui 
some inlrigijirg gameplay - Certainly a 
miiestonointhe 
ming techniques. 



91 



DEATHCHASE 



Micromi&ga issue 1 



simple (dsa yet agam proved very effec- 
tive with the {literally) breathtaking 3-D 
Deafhchase (Game Of The Month m the yery 
first issue of CRASK), You control a motor- 
btke rider, shown at the bottom of the 
screen, and ptay simply involves zoorrung 
through a forest of trees, rather like the 

CTION FORCE II 

• Virgin Games Essue 52 

^ tter the aircx:ious original' everyonewas 
hoping that ^cfion Force If woiild 
irnprove on rts predecessor. They weren't 
disappointed as the sequel &4jrpas.sed all 
exp«^aiions wuh its innovative style of 
play . The player ijkjesnt control tt>e man on 
the screen, but instead must protect hts 
player by shooting the enemies which lurh in 
the buildings ar>d hide m dustbins- Every 



farrKius sequence trom Return Of The Jecfi, 
LtghthNT^ reactions are needed lo weave In 
arxJ out o( trees and btas? hostile btkers out 
of the way. There is no t^me to sit and pon- 
der. The trees approach you at an aiarmir>g 
rate: your li le is at stake, and your bike's very 
expensive 



screen 13 packed with superbly delined 
graphics and colour's used sensibly to 
avoid ctash. The concept of gi ving co venng 
fire IS a novel idea which provid^ instant 
playsbility and long lasting addict rve qual- 
ilies. Ftfst-rale presentation includes some 
amaifingty cotourful picEures on the front 
end and some neat in -game sound effects. 
There's nothing quite tike Aetiofr Force w, 




l_lj|?l?!!1?tll 



TIC ATAC 



. Ultimiate Issue 1 

I |ltrrTiate's(then)perenrual arcade adven* 
' ~turrj features sorrw 200 rooms, aa por • 

irayed in a rather odd bird's eye 3-0 pet- 
spoctrve. The player rrray choose between 
the Serf. Kniqht and Wii'ard Each .■. ■ ' , 
etiHwenl sort of Wftapnn whirh wh- 
tKJunceS around Ihf; ■ nq tl«.- nnji- 

ticolouredinaslfeb wh . 11. Otlxir ere- 

ii lures sijch as a bloodlh«rsly Oraicula and 
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dopy Frankenstein add lo the difficulties . It's 
a game involvirMj RornL* f.tr.'ilttqy thinkiini 
and is also a frantic race tu UmiftxKi.CvUuH 
lul backdrops arKl sna^/y umttd effects 
comploment thofnscmatiriggomeplay. Atic 
AfiK rcfjr,*Ky'nts .1 rTuScvltxie inSfWCtnwn 
software :ind >MHiwavailat)leonlhr't)filli;ini 
Cotiertt^t Wink'-. fJMiHwJiafocomfnl.iimii 



ACKTO 
SKOOL 



Microsphere issue 23 




-he sequel to Iht? innovative Skooi Da/e. 

I Back To SkorM features a much larger 
playing area and more vaned ganr>eplay lo 
go with It. Tfie girls ' scfxxjl next to the boy s ' 
scfwol makes more ihmgs possible for Enc . 
the cheeky star ot the game Kissing his 
girJIfiend magically reduces the number of 
lin«s he has been set for punishment. The 
pranks which he pJays involve water pistols, 
$1ink bombs and even mice. As in ^oof 
Ps^e, much naught tnes$ is required to 
advance through 1 he game The many pr Ob 
terns encountered requrre a brt more 
thought than in the prequet and help to make 
Ihisa dassroom classic. 



ATMAN 

• Ocean Issue 28 




ioman's stdetiKii %itMn has been kid- 
napped by an evil Villain Batrrian 
decides to reiicue him, bul unfodunalcly, 
tfw Batmobile fias several vital ports mis- 
sing These are scaltered rour>d the huge 
Batcave - over 1 50 beautifully detailed. 
isomainc screens. The cutefy drawn and 
rattier plump hof o expkves Itw caves 
• ' H' hi'.f]<. ' tiartspkisttteussooliiil 

,-f|i,ii[jiii«'iii ■ ■ y ;x?lfrpnrv^rtinq 

superhero ixreds. All ac itwtie. 

apad from sttiirk repellfmi i^ .u.i,> tirett 

frj>;*'^ntuil irvnt(«f(uirits IrcKii ttw TV serins 
fn-r indKerprjw!'' 

pn. ',q.Tme In (in 

DrummoTHl 



OBBY 
BEARING 

# The Edge Issue 31 




•he ew«r-&miling Bobby Bearing (a cule 
bA\\ beainng CrfiatuTG) vemuresihfough 
the mu!anr-»nhab>ieci Metaplanes - a con- 
voluted mam., portrayed by 1 50 isornetric 
SCfeers- SofT'. . ' ■ nthts strange land lie 
Etobby'sthfef. :i in a slate of urtcor- 

sciousness . BTave Bobby has to roti over the 
pathways and rescue fhern. He is a 
s^moothiy animated creatijre with reahslic 
ir ■ j gravity, he bounCfjSoM obstacles 

a >ver curved surfaces - the garne 

becomes qurte entrancing !n addition, the 
screens are mceJy ctetailed Hazards are 
found in the Iwm of traps, ramps, ledges 
and nasiies. Falling oft a ledge renders hlrr* 
unconsctous, and there are time r&sirciions 
(fi the game- An attractive and play^bte 
game, eotobySfiflr^i^^ built and improved on 
Its pf edecessors in the genre, 




ODE-NAME 
MAT 



MicromegalssueS 

ntlen by ex.- CRASH adventure 
reviewer . Derek Brewster. Code- 
Name Mat appeared way back m tssue 5, 
Microntega had already attained tame and 
muctr acclaim for their ottwr e^tcellent 3-D 
games sucTi as Fu/if Thrortieatvi JDDeath- 
crtaseand continued IheireKemplary record 
With Code-Name Mat. Basically amiJdureol 
strategy and arcade game, it ts set m the 
mostly empty space of theisola; isysiem The 
evil Myona are attacking the Earth, so the 
valtant Mat must travel through the solar 
ays^tenff. destroying Myona, The m^n action 
IS stiown by efftKrtivt? 3 vanishirKj point 
perspective, with e1feci<ve sound Cotie- 
Ni'ime Mat is tar too compter a game to 
describe adequately in siich a arrvill space, 
cootatningmany mtricaceos which take^lime 
!o discover and keep you coming back for 
more 



OMMANDO 

• Elite Issue 24 

^ere aren't many games as violont as 
Co/nmancto - the t>ero uses a machine 
to spray a plettiora of b^tlets while lobbing 
1 he odd grenade at tha many enemy soi - 
d*ers. Taking on an entire army single-hand- 
edly isa difficult lask to say the feast, so it's 
simply kiii a^ be killed' NceJy animated 
enemy troops fump down from hi((s firing 
ihetr gun«; and throwing grenades at the 

ybernoid" 

• Hew^on Issue 51 

• hra ' legend in its own lime ' needs no 
i inifoductJon-ifs simply superlativa in 
every way. Raffaeie Cecco's iBxoioninn- 
nvalled Spectrum arcade game features the 
distinctive Cybernoid space^p. exploring 
70 action -packed screens on three levels. 
The astoundingly colouflul graphics are a 
credit to the Spectrum- a muHitude of pirate 
ships swarni around the attractive screens, 
spewing out bombs- The Cytiemoid is 



brave commando as he makes his way up 
the smootb. v^ically scrolling screen. 
Razor ^tarp reactions are needed to avoid 
the bullets, and even rockets on the higher 
levels All ttie challenging piayabilrty of the 
great arcade machine was transferred over 
to the Spectrum in wtiat musi undoubtedly 
rank as one of the best coin-op conversions 
evef done. 



equipped with five types of special weapon: 
bofrbs. mmes. shield, bouncing bombs and 
se^cers. Ail of Ihese tiavii liwir uses and n 
fair amount ot Strategy is formed m finding 
oui which IS best to use on each screen. 
Exceptional sound effects accompany the 
frantic action, while on the t^flK there's an 
unbelievable in-game tune. t3nce you've 
started ptaying Cybemoid you're hooked. 




ARK SIDE 



Incentive (ssue 54 




I 11 I 1! rsameunnvailedFfeescape3'0 
g^aptucs technique to devek^p a lense, 
ab90fbir>9 atmosphere. But Oar* 5/de 
son^ahoiA^ manages lo wnprove of^ the 
Involving gamepiay of its predecessor €ven 
liie speed of Ihe gr aptiics generatior was 
tweaked by 5%. This time the twro wears a 
spacesuil and a jetpack to Fly up on io tr« 



lops ot miildings - but fu^ is limitucj As in 
the fMequel a ^reat deal Of lateral thinking is 
required to solve the numerous problenns. 
Oiitk Sfdeisooiting with playabilily ttiat cap- 
lures your complete attention - you lorgel 
the outside world altogether* There's no 
lime for eating and sleeping wtten you're 
playing Oork Skfe. Hie epitome <A great 
Spectrum softwar*:' 
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RILLER 



Incentive Issue 47 



LITE 



• Rreblrd Issue 22 




he newest ol innijvativ>o a-O gr apnics 
lechrinques, Ff eescap# made «1s debui 
at ihe end of last year in DrUter. Vm ambFti- 
ous cofioep^ took 1 4 monilns ie> develop . bul 
was worth every org of tiaf d work. 1 1 creates 
a Inje sense o4 freedom nevm before 
achieved on a computef. Ot)tec1s can liicr- 
ally be &Karruned from au^an^e as the view 
trom Ihe excavation probe can t>& lilted up, 
dawn, sictevrays <x even related. In lact 



UN DARACH 



Gargoyle Games Issue 1 6 

fk tier his triumphani debut appearance in 
^ATit to Pfog the long-t^aired Cuchulatnn 
(from Liverpool?! fetuf rwd tn the stunrwig 
Ofitn {Witch, Thesiytisti graphfes weafenilaf 
lo I hose in the prequel, but have more vari- 
ety In this game I hereare shops, banks and 
even garrfttling houses as virell. ilsetul 
i3bfec(s can txj bought Irom the shops bul 
I hey might also bo ahl« to provide vatuoble 
mtutmniion lo help him rescue hi& Irierxj 



I hem are oiiier ^.'U.OWJ dj 1 1 ion possjOl t: vie wii ' 
The player explores the mocin of M i tral madB 
upot tSsflctors, each Of whichmust besuc- 
cessliity drided to ciMnpkrte tfw game. The 
^tjnnmg graptiics are not jusi decorative, 
but provide an added twist t o ttie ganveplBy 
as sorne objects and ticKxways can be 
otraciwed from cetlain views by scenery. 
Dnlier IS SMTiply p>edectty programmed to 
execute ar> mge^ous corkoept. 



tfom the dutches of a beautdul sorceress 
(sounds alright lo me?}. The severe-charac- 
ters- hiqh tvoro IS auperbh ' -v-d as he 

plods (town 1 he labyrinth -iets. but 

where Duri Darst^ improves on «is pre« 
decessor is in its eiclensive character 
interaction wl^ich gives it great depth - a 
graphic odvenlure ol the highest order - 
now svtttable on the Rebound label lor jusi 
Et,99. 



YNAMITEDAN 



• Mirrorsoft fssue 18 



fie danng Dynamite Dan made tws first 
appesfante back in July IBSg. It set new 
standordswilh tis liber .ii use of colour whilsi 
maiaqii^ to avcwj altr itiute clash. Such a 
? ' nkKltiamewithocxJteaof little 

I itiietJMlL'ly appaymg, buttim 

aspBci which draws ycHi back lor (ust one 
more game' is itie fiendishly addictive 
giuneplay. It would t>e untair lo describe it 
as Hisl a platlof m (jarite even Ihunqh that is 
wfitit it lirtiomblefl, AmuHitudeol ilifftttiifit 
Dtitects can be coHecied ir>cludir^g food. 



weapons and the essential dynamite with 
which to blow up ifKj evil professor's safe. 
The cunningly laid out screens conf am rmwiy 
surprises such as tigfrtropes, leleports and 
trampotm^ vtbtch enatile Dan to make 
gH}amic leaps. It's long-term appeal is 
increased by tfie lacl that the locations of 
Ihe obfecis change (or every ganx). Dyna- 
mite dan is one ol the mosi neai ly presented 
arid thor{>U!r4hfy add*ciive games ever. Dan 
returned m OD II 



YNAMITE DAN II 



"I Mirrorsoft Issue 32 

he sequel lo tf>e o4H standing Dynwmie 
Dm, this is suht 1 1 ii 'd Dt BfitienAna Ttie 
Islands OtAfcanum and features the leturn 
ol ttvit notorious villam. Ttie mad profes- 
sor's latest p^an for world domination emails 
using subliminal sounii wavi>i; on pop 
I (><:ofdelO destroy ihenmnls rvl impr ossion- 
atjle teenagers Only tho tiAtrnt^ Dynamite 
Dan can stop the evil Doctor tsy planting a 
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bomb in Blii/ens record-pressing plant. As 
in the prequol. colour IS used extrematy well 
to provide a twight appearance, while sound 
IS ejtempliiry with a muttituda ol tunes and 
©tiects. Pynamfleftin W manages lo 
improve on tfie already e)«:epltixial play a - 
bihty and pfesemation or its pfedecessor 
and is deviously fiddictive. 




"his complex trading/arcade game was 
■ originally prn^grammed for ttie BBC and 
soon achieved cult status The player flies a 
spececrah. t^lasting hc^tiie ships io ott^ a 
higtier ranking (ultimately reaching Elite 
status}. Weapons can be thought, arxJ 
money is earned by trading with ottwr 
spac^tiips, Ttw action is viewed trom the 
cockpit and portrayed by fast vector 
graptiic s whtch 3ack ttie flicker of other com* 
puter versttwis. In all respects, the Spectrum 
version «s probably one of ttie best , £sm hias 
that special kind of magical comptcxitytttat 
keeps you ptaywtg for days at a time. I'm sur 
prised it didn'l carry a health wmnvig a$ It 's 
so ditftdin lo leave alone! 



VERYONE'S 
A WALLY 

• Mikro-Qen Issue 14 



ne oMtie most rtteresting additions to 
^w-' Ihe third Waliy Week game ts 1 he ability 
to switch control tietween ttie five mam 
chaFiicters, These are WaKy himseif, W?hna 
(his wi(o), Tom (Ihe punk). Dick (wtw wears 
a bobble hat) and the ' lar oul" hippy Harry, 
who are alt good at doing different things. 
Tins strategic element enr\afices the 
whacky gamepFay. complemented by the 
colourtul. sty^tsh t>ackdrops over which the 
cartoon- style charaders walk and jump 
The nnam problems in the game are coping 
wnh dangerous animals and one toddler 
called Herbert (wfio returned ki Hertsens 
Oummy Ronlf^ with ali great arcade adven^ 
turesa finding out what ^lecls {and which 
character) to use lo solve the perplexing 
probleifv keeps the player hooked for 
Weefcs (geddit?!). The family returned m 
ThfB6 Wmks th Paradise (qeddit?! again). 



M 



XOLON 



Hewson Issue 43 



AT WORM BLOWS A SPARKY 



• Durell Issue 34 




affaele's Cecco's second hil game 
(remembef fqurnoif?) soon rose to star 
status on the Spectrum Everyone still asks 
' How does ftal mar^e dc get so many 
colours tsut of the Spectrum arnJ stdl 
produce a totally fantastically a<Wiclive 
game? '. Exofon totally smashed Ihe 
opposition of the tinw and prowled many 
months ot tipping and mappirig. The 
greatest shuffle 'n' shoot game around. 
Addictive, attrattive, playable . . . (and or 
and on , . , 1 



AIRLIGHT^ 

^ The Edge Issue 22 



s wen as being attr^ctiv^. the del ruled 
3-0 otjjecls in faufljg^f move according 
to the laws ot gravity and inertia for added 
realism. The rooms in the castle are all 
shown in tsomelnc perspective and contain 
some lough pu^/les whtch must be solved 
to enable pro^jress. Moat of these involve 
shoving btocks and barrels around the 
screen to create stairway^i. but sn^ll 
ob|ects can also bo picked up for later use. 
Obfdct manipuEalJon is c^ivon an added twist 
by the fact that each item has a particular 
weight . and I s var tNe tier o isn' I exactly Geoff 
Gapes* Ptenty of lateral thinking is ttwretore 
n«efled 1o solve the many problems Fair- 
Ught ts much rnore thiin jusl amjlh^fr 3-D 
arcade adventure and Xv&s, the depth of 
gameplay and realistic object behavioorto 
make you f eei as if youVe really there. The 
fdtow-upiseinaclly the same' (WeK. aimofst) 



he odd setting for this fantasitc game is 
actually inside the Speclrum iisjelf. And 
far>cy that, the circuits of this Speccy are 
crawling with creeper bugs and Sputniks 
which hassle t he overwei ght hero,, Fa I ty t he 
Worm, Al I he wants to do IS reprod uce him- 
self (aw, he wants to hear ihe potter of little 
segments] by collecting 50 spindles which 
lie scattered arourwi the PCS. Fatty slithei^ 
up rarrps and along databoses while avoid- 
ing or destroying the creepy crawties with 



his blaster sparkies. The ad ion is ptytrayed 
in ai inrwvaijve bird's eye view. As objects 
move outwards from the centre of the 
screen, more of their sides come into view, 
giving a tnjiy stunning effect which is 
enough to gnve you vertigo as Fatt j/ creepks 
across circiiiis high atxive the mam PCB, 
But Fa\ Worm ts not (ust pretty graph«calfy. 
as It oontgjns some really fascinating 
gameplay - magnificent. 



F 



RANKIE GOES TO HOLLYWOOD 



• Ocean Issue 19 



he theme for Frankie Goes To Hoi- 
iywood IS derived from the strange 
scenario created by the Liverpool bands 
first album. Some of their songs are even 
directly repfesentad as subgames in this 
icon-drwen graphic adventure. A surreal 
atmosphere is created m this game whore 
the player has to sol ve the murder whidi has 



been committed by someor>e m i he drab ler- 
race. The game's prevalent adventure elo- 
n>ent is enhanced by the beauiifuHy imagi- 
native and diverse graphk;s. And what bet- 
ter to listen to white you're playing than the 
music on the B-side q\ the tape - a dream to 
play. 



HOSTS 'N' GOBLINS 



• Elite Issue 30 




^he ever-popuiar Gapcom coin -op made 
L it to the Spectrum in tremendous style, 
courtesy of Etdo, The brave knight sets out 
on a quest to rescue his bekived dairiie) (no 
ckxibt in distress') who has been kidrtapped 
by an evil monster. The knight has a ctro+ce 
of weapons, each of which is effective m a 
different way. Gameplay in the horuiontally 
scrolling playlnig area is absoluteiy frenetic. 



while the ttl tie k«iighl IS superbly ammalcd as 
hr- letups and crouches. Cotouf is ateo used 
well arul avoids most atlnbute ctesii while 
providirig an altra<dtva appearaniCe. Oneol 
the best coin-op conversions actiieved and 
now available on Elite's 6 P<tt<i Volume 3 
(Cg 99 cass. f 1 4 99 disk) along wtlli 
Rflipertioy, ErKSufo flaoer plus a lew Ottiers, 
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REAT ESCAPE, THE 



• Ocean 9ssue 35 

,rDgrainmed by Denton Desigrts, 
creauxs of such fnasterpteces as 
FtBnkie Goes To H^fywood and 

It an innovative Bcfofting isocnetTiC pl3y<r»g 
area The player takes \hQ role of a pnsonef 
in a wett«gua#tted POW camp, who is 



underslividably very Keen to escape The 
amazingly detailed graphics enhance the 
strategic gameplay and the scrolling 3-D 
gives a sense o< exploratory Ire^sdom [odd 
m a pnson camp^ A pioneering and 
supremety absodjing game 



EAD OVER HEELS 



Ocean Issue 39 




iief itieirtefnlM; ireatfTnent ol the Batmart 
- ^licenoe, Jon Pitman and BemieDrutn- 
mond turned thou considerable latenis 
towards creating an irvnovativc, ongmal 
jame. Head OvefHe^s. The dtte denwes 
rom the names ot the two heroes and the 
tact that for much of the time. Head sits on 
Insets' shoulders. Coniairiinq over 300 puz- 
zle-packed. »son>etric 3-0 screens, the 
game invokes using ]he two diameters' 
mdivtckiaiabiliUN (oescapetrom ttie<a$ite. 



JET SET WILLY 

" • Software Projects Issue 5 

■ he epttomie of a great pladorm gan^. Jet 
Set Wilty deservedly spent months at 
the top of the software charts and inspired 
many denes. Willy wanders around hm 
massive mansion, avfMdtng aiieris, and 
Jumprng ower glassy arx) bodies from a 
party the night before. The graphics might 
look primitive nowadaiys, but thiiey still have 
a untque character which has r>ever been 
reu9f(^ copied What makes Jet Set WHtyso 

~^NIGHT LORCI 

~) Urti mate Issue i2 

trangely released as the sequel to 
_ Umtefwt/c^e (they bolh came out in 
Christmas 1984). Krjigh/ Lore was 
immediately hatted as a masierpiecje. Its 
novel Filmation 3-D graphics were rapidly 
copied (unsurprisingly] tty a host of com- 
panies. Vel again, the hero »s the <ntrepkl 
Sabraman (hoorahf) wtx) eKptof es ttw 
extrerT>ely large playing area sotving ttw 
bewiklehng puzzles in a bid to break free of 
his wretched curse - when the lull moon 
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Thts emails a ceftatn anwunt of strategy to 
use each hero's ShiHs to best effect to over- 
come the devious problems erwountered 
As in Barmwi. (tie screens am all preser^ied 
tn worMJeftul detail with cute^y animated 
Sprites. Head Over Haeis takes the isomet- 
nc graphics technique to a new dimension 
with Its perpJOKing ^id huntorousgBrriQplay 
- the most playable game of (he genre? 
Well makes a change troin Match Day H 



lascinatirYg. thought is tt>e fiendish layout of 
the nrtary screens those eight lives soon 
Stan to disappear. Thi.s frustration is over- 
come by the cons1ar\t desire to see new 
screens arid th i s cornpulsion makes Jet Set 
mHyso adcJtciive. One oi 1 he first games to 
feature a cotour code-card protection sys- 
tem (Great fun for those with a black and 
white TV.) 



nses (Shown by a symbol at the base of the 
screen). Ihe poor hi tie chap turns into a 
Werewulf The transformation is orve of the 
most humor oos scenes m any Spectrum 
game as Sabreman pulls faces and waves 
hts arms and legs about^ Tfie presentation 
of this outstandingi arcade adventure is so 
impressive that just watching sorntton«elSQ 
pL»f isajoy. white playmg it yourself is a true 
eKpener>ce. 



ROLL CALL 



IGHTFORCE 



• Faster Than Light Issue 34 




his exceptional shool-'em-Lip r epres- 
li ented a c^parture from the game style 



used by programmers Greg Foil is ana Roy 
Carter (Gargpiyle Games} m their highly 
acciairnedsCfOlSnggraphtc adventures. Ttr- 
Nb Mbgand OimOirach Most amazing 
about this fast arid furious, vertically scrol* 
tingshooi-'em-upisthe Jiberai use of co tour 
which creates f^r<% any attribute clash, 
h^ult icoioured al lens attack over a smoothly 
scrolling background of planets and stars - 
a« happening at a tremendous speed- 
There' slittiehmetothtnKas hordes of a^ien 
ships attack m clever wave formal loris, 
swooping from all angles while spewing out 
missiles at the play ers craft. Jjgftfforee is 
much more than just pretty graphics - a truly 
great, challenging shoot- em-up 








UNAR JETMAN 

^ • Ultimate Issue 1 

fter a^embling rockets m th« popular 
yJet Pac, that mosi lamous of sofiwara 
heroes. Jetman (lo-onyl. crash landed on 
Ihe moon. Inhabiting 1 he suTlac© are hordes 
dtftoalfng ali(>fis which are lalhal to touch. 
Howevor^ Jetman can obtain complete 
safely msfde his Moonglider (a sort of 
bLjggyli - fie can even tjnd a gun turrei to put 
on this back , The game contains a tremerKl- 
Qi^vafielyof i«ireii-drawn, colourful aliens 
whtch enhpnce the desire tc progress 
Ihrough the ^els. Clever games players 
discovered a vanety at techniques to make 
success eaaiar, but no matter what tactics 
you use, tunar Jetman (s so addictive, tt 
keeps you glued 1 o t he sc'een for tiou rs al a 
time. (Now where'^thal trailer Lloyd was 
gotng on about?) 

^ARSPORT 

> Gargoyle Games 

Issue 22 

fter two marvellous games set way in 
the pm\ { Ttt Na Atogand Dun DaractH 
Gargoyte turned their atiention towards the 
fulure wuh Maf^jwrr. This graphic adven- 
I ui , iR gr/fcced with inimitable Follis i^nd C ar- 
ler ■ : (later to be seen m Jhundm- 

cafi n-veir earlier games, the mam 

charactof , John Marsh, js very large on 
screen and mioves with super-smooth ani- 
matkjn. He expton^ the massive Maraport 
compieii, trying 10 find ar»d recover the sec- 
ret plans wh ich were stoien byahostileal»en 
race. An absolutely massive scrolling play- 
ing area arxJ the rrian y chal tengi ng probtems 
encountered make Warsport an ejtpksrer'a 
dream wNch should take weeks to com- 
plete. Now avaalat^ie on the Rebound label 
(or the paltiy sum of £1 .99. 



ATCH DAYJi 

Ocean Issue 48 




~ his was the sequel that everyone had 
been wail ing lor - it seemed lihftim a^e 
lont toarrive, but it was worth every month 
The mam problem with the evers<>-popuiar 
original is that the computer opponent is 
rather too easy to t>ea1 Taking noteot this. 
Jon Ritman provided a much more talented 
opponent for Mafcft Qay it with three skill 
tenflsls to please everyone. (Who says prog- 
ramfT>ers don't listen to cfitjcism?> It aiso 
lealures cute, tieautifuKy ariimated Berme 
Dfummond graphics A greater wanety o1 
play is created by the addition of a 'kiCk-O- 
meter ' whK:h determines the strength o1 
kick, while the players can also jump up to 
head the balJ or volley a hard shot into the 
corner of the net. Miefch Day Wis simply 
everything you could evef want in afootbaii 
game. (I'd iovea 22-ptayer version- RiH.t 



ERCENARY 



Novastn Issue 44 

> complete^ entrancing, deep game. 
h^^cenaryi^ a stunning combinationol 
3-0 st^ODt-'em-up, trading/strategy and 
arcade adventure - the massive under* 
ground campleKes take a lot of rnappmg. A 
huge success on the Commodore S4.it was 
bnihanlly converled to Ihe Spectrum by 
Dr D^'ivid Aubrey- Jones, making it even fa®* 
tef *n the process. The player's high-tech 
spacecrafl can fly backwards and hover in 
mid- air to survey the lendscape below. Ttie 
basiS of the game's scenario es the planet o1 



T»t). where the Mechanoids have been 
tsghdng ttwir arch-enerrnes, the Palyars. 
EKcepiionaiiy last vector gn^jrites dep«ct 
both the surface of the pfandt and the under' 
ground city. However, the playing area also 
contains a complete Palyar colony aaft , 
hovenng hig^ above the surlace, How so 
much depth could be packed wiio 4dl< is a 
complete mystery - a su(»e#Tie example o' 
innovative game design and programming. 
Thefif^reof ilslime. 



IKIE 



Imagine Issue 26 

"V^et anottwr great Imagine conversion of 

a Konami com -op. Mikte is sel m an 
Amencan high schoot fuU o1 unruly teen- 
agers and bad-lempefBd (eachers M<k*e, 
the hero of this en|Oyab)e classroom romp, 
IS trying to get an urgent message of to ve to 
hrs gidtnend: it cannot wait till dinner tinw. 
There are five screens of hiedic action. 



where you must collect many kivehearts to 
offer up for your girtfnend, Bnghtiy coloured 
screens enhance tfie crazy achon - a first- 
rate conversion which captures the corn- 
op" sarTvus<r>g atmosphere. There's also a 
great title luno Irom Jofia Smhiii [Hfp&r 
Sports. Cobra). 



ONTY ON THE RUN 



• Gremlin Graphics Issue 20 

fter the slightly disappomtiog Meaty Is < 

«-4 tnnocertt. that short-sighted hero , s 

Monty Mote, reappeared in Monty On 77>e I 

RijT ~ his (htrd game. After escaping from t 

prison. Monty ^&m to sail to France to I 

evadetbetor^armofthelawTodothistie r 

must lirst cottect sovarffigns. equipment i 

and oth>8r db^s. Problerns arise because > 
some (terns of equqpmefit are either useless 



or posFtiveiy dangerous. These provide a 
stretegy element lo the game Typically 
Monty-style, bnght, colourful platforms and 
crushers adorn the perplexing screens while 
Monty himsell is exceilenlly animated as f>e 
runs and somersaults through (hear. Monty 
On The Run is a must for plalfc»rmefS and 
mappers alike. 



.I.E. 



Ocean Issue 26 

ritlen by Vugosiavian programmer, 
w w Dusho Dimitf !|evic (1 rh»nk that's how 
you speJJ it). M.O.V.fE. ts an isometnc 3-D 
arcade adventure set m t92Qs Wew York, lull 
of gun-ioting gengsti^s. Playir^ a private 
irtvestic ' ' 41 control the hero using a 
numl>i ■ ■ , across the bottom of the 

screen T lie hero exptores some 199|why 
not 200?) rooms in search of a gih who can 
kead him to the mob's HO. However, there 



are two identical girls: one is the goodie, fcwt 
the other orw brings troubte. AJthough it 
derrves graphically Irom the okjer Kntght 
Lora-type games, MO.VJ.£. uses an 
unusual arvt interesting theme. Real tension 
IS created by the detaiied backgrounds ana 
the realistic movement of the delect ive as he 
investigaies the many roonts - retreshingHy 
different. 
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ES OF YESOD 



• Odin issue 19 

Odin's debut game fdrthe Sped rum was 
the deservedly popuSat arcade axtven- 
tUTB, Nodes Of Yesod. The unhkefy hero of 
this luirrwous game ts Charlie Folhef ham- 
Grunes, Wearing a spacesLut, h«^ patrols the 
crater- ftSled surface of the moon msevdnof 
an $(usiv& tunar mole. Tf^e frwndly watF- 
chewn^ mde even wears braces fdon'i tetl 
me, his name's Moniy- Ed). Lib«al use of 



colour in Nodes Ot Vesodcreates an attrac- 
Mve backdrop with hardly any attribute 
clash, the sprites are also well animated; 
especially Cfmiite as he plods aiortg or 
somersaults smoothly through Ihie air. 
Nodes Of Yesod is a well-presented. (Pay- 
able arcade adventure with a few h umoroiis 
louches, leddy bears on siJfings. well i 
never* 




LATOON 



• Ocean Issue 50 

liver Stone's siipertj. Oscar- win n(r>g 
film, portraying the expenerices of a 
raw recruil in the Vietnam war is the itieme 
for Ocean s enceJlent ne-m The game fol- 
lows the plot of the film and captures a great 
deal of iisatmosphem. Aumt of five soldiers 
must m ake 1 1 s way 1 hrough the |u ngle paths . 
Tfiefe are enemy soldiers to conterid wfih. 



secret tunnels and mazes . and some booby 
traps. The first two sect ion sere difficult, but 
very realistic, and it's worth persevwng to 
reach the rewarding stages whit^ come 
later. Hafoonis much more than lusta sim- 
pte shoot- em-up and one of ttie best ever 
tie-tng to reach the Spectrum. 




YJAMARAMA 



Mikro-Gen issue 10 



M fter his first appearanceintheaddictive 
■ Aulomania. Wally Week returned in the 
perplexing P^msrama However, m ihis 
arcade adventure he spends the en tire time 
tucked up in bed whilst his sleepirig alter 
ego wanders round (he house, searching for 
Iho key to the alarm clock which must wake 
Wally up tor work The house has many 
focms, containtng brightly coloured, well- 
drawn objects and fumrture. The alter ego 
has to be a creature with steel nerves, tor 
ghostly hands come throuj^ ttie floor- 
boards and grab hts feet. Gameplay 
involves a tot lateral tfunking as well as the 
obtioBtQry arcade skills. The<e are some 
really neat touches, such as the Video Room 
where you Can play a Sftace Irwadsrs sub- 
game P>j;Bmafarr»a was one of the fws! puz * 
iEe-type arcade adventures arxJ set thie 
trend for Others to foJlow {including more 
Wally Week ^TDes) with rts attractive pres- 
entation end addict ive gameplay. 

UAZATRON 




^ teveTumers masterpiece i^i lict m an 
V .^underground ciladd populat^^ by mut- 
ant drotds. Ttie player's cute droid, Kl€fpto, 
has a habit of taking things to bits, including 
otherrotjots? Klepto wanders round the 
Citadel, shooting droids or pushing tr^em off 
course. He can ^so use his unM3)ue grappl- 
ing device to overcome enemy droid^ and 
then steal bits from thtem to upc^rade him- 
self . The grappling screen was adapted 
Irom Hewson's Pmadnidand indeed. 
Oua^titfon resemblas ttiat dassM: Commo- 
dore game to a certain extent. Attractive 
isometric 3-0 graphics create an atmos- 
pheric backdrop fw the complex gameplay. 
Sound IS also excellent, with a good t^tle 
iur>e and first -raite Spot etiects. Oua^^tron 
rs much n^ore than a shoot -"em-up. involv- 
ing a fair amount of strategy which keeps 
you coming t^ack for more, tirne after time 
The foitow-up. M^netrM. was not SO Suc- 
cessful. 
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OBINOFTHE 
WOOD 



Odin Issue 24 




.Oin, the authors ol the excciiont /voJ^s 
_ ■ CV Vosotf also gave us Rot»n Of Tfw 
Wood, slarrirtg that l&gendafy hero of otd, 
Robin Hood- Theaclton lakes place trv^'i^- 
wood Forest, the evil Shefiff oi Nonin- 
gham's Castle and the dungeors. The 
Sheriff s hnrghts huni for Robin, with Itie 
forest f omiifTg a iabyrlnfth Colour is used 
ama/tngly well wrtfioui much attrttmto 
dash. All 1h© charckCtefS are well-afiimated 
and the whote scene creates a wondeiiui 
atmosphere , The gameptay lives up to the 
excellent pf eseniation and is a comtunatioo 
of arcade adventufe and beat-'em-upaa 
Robin attacks the soldief s vvitti his staiff, 
D^^ite lis similar appearance, Robtn Ot 
The Wood IS certainly not a Satxe Walt 
ClOh<e. but coritairiis rts own anginal gamep- 
lay. 

OLLER 
COASTER 

• Elite Issue 24 

ltl>e lun ol itie fair was captured by Elite 
linttwirenpyabte pialfomn game. ftoWer 
COiSfdr. The many screens are crammed 
full of tile usual fairground staUs and rides - 
(he waltjrers, log flume, weird f unfiouae etc. 
The player oonlf ols a little ct^ap who jumps 
around in typical ptatform style Coflfectjng 
money is the obiective in ihe game, bul thp 
way the rides move, sometimes m strantji- 
patterns, is so enjoyable Itiat you can have 
lolsof tunjiifsl trying out each of them with 
out even bothoring to ooWed any motiey. 
The three tmge rotter cDsslers are e&pecially 
impressive, occupying several screens 
each and connecting the various areas of 
Ihe favground. Boi^ Coaster t& cetttatnly 
not a typical ptatf orm game. ar>d wilh Its 
unusuoJ scenario i5 still unique today. One 
ol NicK's a»'l»f?» favos (arni l weni arxJ lost 
rt,grr!-Nick). 



ABOTEUR 



Durell Issue 24 

ite of (he most trnpressfve aspects of 
"^^ Saboteur is the way the Nmja hero 
arCHJ<±es and tucH-iumps smoothly and 
realistically He also has a larger range of 
moves at his disposal than the hero of the 
sifndar tmpossibie Misston. The player can 
ftirow deatnstafS or kick ant} punch ihe 
many guards m the masstve secunty com* 
ptex Bombs and helicopters also coir^into 
the ganne. All the characters m thte game. 

ABRE WULF 

Ultimate Issue 6 



-r of 1 964 was Sabre Wutf. After assembt- 
ing the ACG [Ashby Computer Graptucs) 
hey in i4r^ A^m:. Ultimate's following arcade 
adventure involved finding the four p^s of 
Ihe magic ACG amulet. The actiixi takes 
place in a massive, mutticoloured jungle 
maze and tne player controls the hero, 
Sat>renian. who was later to appear m other 
Ultimate games. The intrepid explorer is 
equipped wrth a pith t>elmet and his trusty 



ENTINEL,THE 



Firebird Issue 40 



However Firebird managed to fit 1 0.000 
cSffef em lamtecapes into this game is a 
complete mystefy. Furthermore, all are repr- 
esented m superb shaded 3-D, The ptayef 
has a large amount ot freedom to wander 
rourxf. moving from one square to another 
by creaiing and transferring to another 
robot. Thecomptetefy original gamepiay rs 



inckJdir>9 the dogs, are nfwiochroffie but 
very large and weH-drawn . In fact the tanjat^ 
monochrome backdrops create a suitabfe 
Shadowy atmosphere in which the engaging 
action takes place, Tt>ere are nine skill 
levels, each one sending you on a s»igh!ty 
more difficult mission Saboteur t& to the 
Spectrum, what Impossibie Ktissionis to the 
Commodore 64 (>e compietety brilliant). 
Saboteur iMailed to fiave tlie swne impact 



animals and natives which patrol the leafy 
larves: mctuding the bnJIiantly animated, very 
large hippos The whole game is ^MOhrtety 
packed with superb, brightly -coloured 
graphics which setthe scer>e for sorrw fran- 
tic action One of the most stunning games 
of its time. Sabre Wu^f still retains its graphi- 
cal appeal even with strong competition 
from Wizard's Latr. 



based around the simple idea of absorbing 
and transfernng energy. A Sentinel on a high 
vantage point is able to absorb the player's 
energy wt>en his eyes focus onihe hum . and 
the player m u3i escape before all his energy 
tslosi, Trying to nseli(gt>ef through the land- 
scape while avoiding his deadly gaze m.akes 
It an absor<b(ng (groan) strategy -type game 
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HADOWFIRE 

• Beyond issue 17 

his was on« of the first games to bridge 
the gap bffTwtMfi the arcade and adven- 
ture genres. Vanou9 icong and rrenus are 
used 1o control Ihe actions of me Enigma 
Fofce's SIX cha^actefs ort the @vil Gerteral 
Zoff' s. spaceship, so the garr>e can be 
erltrefy jOystiCk-tkiven, The miSSiOfi a1 
fescuing the imprtsonect Amt>a5sador 
KryxiK lakes place in real- time and quick 
Ihtnkir^g is required lo use (he charscters' 
different strengths and c^tlities to best 
etiect , The graphira ara dear and presonta- 
ttoncrf the menus vefvsMck. Tothebegifirtef. 
the rrtuttitude ol ^cons may seem dagnimg. 
but once mastered ihts rnetht>d of eonuoi 
albws tof complex, yet tfuent gamepfay. 
Shad&wfire established icon control as a 
stancterd tor its successofs to use. yet 
despite beingttw *p«me« " in th^s (leitJ , v\ still 
starKls dui as an excenent. plavabie strat- 
egy/arcade/adventure game {hard to 
categofljeitf). 



KOOL DAZE 

~ Mtcrosphere Issue 1 1 



ncs school report is no! very good ito 

saythelefislKsohehasiheideaofste- 

aWng it from the school safe, situated in the 
headnm&ler's office, fine must hi I ail the 
school stweWs *ilh his taisiy catapull to 
obtain the letters lor the code to the safe. 
HIrlting some of the shrelcfs involves knock- 
ing over other schoolkids and standing on 
ttiem to gain extra tieighl: thi5 opitomizes 
the general humour of the game - Enc can 
eiven wnte rude messages on ihe 
bladkboards. A sense of mrschiel is also 
created by the (act that i1 a teacher is 
krtocked over, he gives iint^ to the nearest 
of the larger schoolboy? - so you can be 
naughty and let sorvwone etse take the 
biame! Ail this tun is portrayed by masked 
cttaractarson a detailed scrolling back- 
grour^, iTtc$udir>g stars lo cdmb and chairs 
to sit on. Shoot Daze lots you do everything 
you always wanted to do at school without 
toeing punished, giving great satisfactbnf 
Errc retumied in Back To Skoal. 





PELLBOUNO 

~ Mastertronic Issue 24 




-_■_:_•' .' " _ • ^-_-^^^)M.'j_ ."ii^^^^fa i^-i^i_'_r '• "' *' '" "' "" 
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• he sec»nd of DavkJ Joress Magic 
>^ Knight adventures (after Finders Keep- 
ers) uses an innovative wincfowing system 
for the menus which conlrol the Magic 
Krughfs actions This keeps ttie mam 
screen uncluttered for most of the time, 
.illowiiKi itie irtcliSKin of ivge colourful 
graphics The menus contain a m ultit ude ol 
options^ enablino the h«fO 10 examine all 
objects and other characters. Arto^ier inno- 
vaiioi^ is the way the tieavy weight ot objects 
earned deptete the Matnc Knight's energy 



nxwtJ quickly, makmg CE^reful strategy an 
integral part of the game. The other charac- 
ters (*hrch can be commanded to do thwngs 
tor you) tend to wander off and get into 
troiibte . so you must keep an eye on t hem to 
ensute that they dort't get ihemselves killed . 
This mitssKin of rescuing Girnbat ttie Wizard 
I n volves comptetir^g several smaller tasks in 
the coiTBct order (more lateral thiriking t'm 
afraid). A really impressive, true graphic 
adventure, 
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PLN DIZZY 

r 

• Electric Dreams Issue 29 

tectrtc Ofeamg. managed 1Q cr^m an 
impTtmiv^ 3SS laorratnc 3-D screiens 
into th& h4Mfbfe jW3Cfr»ss-type game, each 
one coniainirtg a devious aasorlmeni of 
ramps and ^lallorms for Mm player to 
negoiiale. using the polynwrptioifS 
GEJlALD This strange craft can 
metamofphose imoeilher a ball, gyroscope 
or tetrafi«dron, eacfi s^iape having slightly 
differoni control qualities The challenge of 
the game ib increased by the fact that 
GEftALD has vefy iimrte<t energy and must 
mainlam power by coiFecting spiecial crys- 
(ate scattered af ound ifie ptaytng area. The 
esceilent tsometf ic sacfKxiS can be viewed 
Uom any oi tout an{^~ (his is necessary, 
as GERALD can be obscured from view by 
ttie scenery Ovejr- responsive controls 
make negol lai i ng jhe sections rnor e difficult 
and tfte taslv of mapping all the seclKXis 
represeols an immense, highly engoyable 
challenge, Wntten by Phil Churchyard OT 
Robirt CSanUys Piaymg Tips fame, (Well ( 
nevef*) 




j^PYVS SPY 



• Beyond Issue 19 




&fond converted the two crazy spies 
from the pages of WAD magazine onto 
the Spectrum wilh superb resulis. A/ways 
trying to outwit each other, both tfte biacli 
and wKwte spies keep up their hilafHHis dou - 
bla-crossir>g antk:^ in this tricky game. The 
program uses a apH screen techniqije (dub 
bed Simul w isjon) l o give individual views for 
boih spifts, and they can wanoer around 
compfetely independenl of each other in 
tt>Btr attempts loracapein Ihe plane on the 
runway, Exceltent carloofi graphics 
entance the devioos, cunning nature of the 
gtmaplay. ^^ 1/iS S^ is one of ifte best two 
player games ever created . Yel more was to 
come in Spy Vs Spy li - The tsiand CapBf 
and S^ l/s Spy fit - Arcttc Anttes. 




^^TARGLIDER 



_ Rainbird Issue 36 

tter the success of their two Sfarsfnhe 
_ '9an>es. ReaHin>e Software wrote the 
amazing Starglider for release on the Tete- 
comsott's Rainl>fd label. Tne Masters of 3- 
D' really surpassed theiTiseives with this 
classic The incredibly fast vector graphics 
are so smoothly animated and detsijed. 
More than 16 difterent types of efkemy craft 
are featured, each oiw requiring different 
tacticstodestroy, Ttiisisnof [usi another 3- 
s/>por- 'em -up (f>ough. but includes a car* 



tain amount of strategy as the player's ^ip 
must dock With depots for repairs, wtiiie 
powerlines must bie used to refuel. 1 2SK 
owners are also m for a treat as the 
enhanced version of the game leaitures 
Clare Edgeley's(PR person for Rainbird) 
digitised speech plus a iiireeHi^f^nnel tide 
tune and extra missions. St^gUtisfis amai- 
ir^ eriough on the 43K. bui surely no sel4- 
respecting 138K owner can do without this 
ClaBSic gann« - sheer brilliance 



TAR ION 



Melbourne House Issue 16 




lJ|Jti3n SiBnon flrsl appeared back in 
1r 1965, everyone was arrmaed a1 ttie 
Speed of its complex e*>eniy sliips. of which 
tfiere were many drfterenl types. Even 
though this lochmcal tevei was later surpas- 
sed by games such as Sfarsfrwke ft and 
Stafgitder, this old Melt>ourne House game 
SlillstarKlS out as a rare attempt locomtHoe 
the arcade and puwle genres. Efwmy sNpft 



are shot to create letters pi the alphatjet, tt 
then beconws a word formmg gaine. and 
fmal^i' ^ crossword, This represfinia a vast 
challenge a#>d therefore the gairw takes a 
k>ng time to complete, so the ability to save 
to tape the current position is very useful, 
Sfariofusstill fre«nendousiyplayat>te, f^itany 
buyers wfiry people who couldn't wart for 
EHte. 

CRASH All Time Greats XI 



TARQUAKE 



• Bubble Bus Issue 22 




, Iter tttfl highly acclatmtdd Wiz^td'a Latt, 
kSt€ve Crow (now a (liLt-timd ^rapfiics 
artistj turned his coosKtef atte talents 
towards creating one of the finest arcade 
adventures0verlDrQ«ch the Spectrum. The 
cute, rotund mainchnractensapprapriately 
named Blob, and iia$ the task ol r et?uiid<ng 
the com o* an unstable pi.inet No prize (or 
goeaskm ttiat ihere are sorne uncooperative 
aliens on 1 he planet . One of ttie nxst impre- 



TARSTRIKE 



Realtime Issue 1 1 

fOgrammef s ol ttie amazing SlatglKfef. 
' n^ltime, had it^^em l^rst mii[(y success 
with rhtB StMT W.ifs varam FtMtiifing fast 
andsurpfiSir^gily colouriul wire-lrame 
graphics, it pits the player agatnst hordes of 
alien s<pace^ips, The speed oi lite vector 
graphics i» s(jrpr)s.ing considering the spot 

TARSTRIKEjT 

• Realtime Issue 28 

■oJlowing tn the succe^tul (ootsleps of 
Iheorwjrnal. Siarstnke Winiproved on lis 
predecessor with shattf ■ - -'"scs which 
ania£ingly . do nut ad v r cl the 

speed (well, not too muchj TiHf sequel also 
contains its own completely i »r ..in.ii qamep*^ 
Uiy *h4c h includes over Con us 

defence systems to enter h.n uj.irs wnere jm 
enemy ship can to destroy ocI^Tfiere's also a 



ssive aspects of Starquake ts the exceJlent 
use ot colour, which provides a twighi 
appearance while avoiding v^ually ali atiri- 
bute clash, tf this wasn't erxxigh, the pres- 
entation is fuflher orihanc€?d by the inclusion 
ot lot s ot little t unes . A com bination o< excel- 
lent presentation and CasonaDng ga^nneptay 
makes Starqusks a truly classc arcade adv- 
enture, which can now be obtained on the 
Ricochet label at the bargain pficeoi Ci -99 



etiects during play. Perspective m the 
frenCh section is particularly convincing and 
llie speed at whtch you ;oom under tt>e cal- 
walhsisoxtnlcimtinglnitstin^Sr^rsrr^esei 
new standards for vector graptucs and still 
rates OS one of the beat of its type. 



great variation of enemy stups To improve 
on tt>e onginat Starstrike to such an ontent 
was a major adiievertWinI and sot Flpaltime 
on tlwir way to program the bn)liani 
Srjtrgihdk^rsonH! lime later. The graphics are 
very impressive even by today's slandar ds. 
and as sudi a playd^le. well-presented 
shoot pm-up, Sfivsfr*^ H still stands out 
iron Hie crowd 



WEEVO'S WORLD 



• Qargoyle Gain«s Issue 25 

argoyte's fust venturo mto isometric 3- 
D was deservedly a tng hrt. Building on 
the graphicat style pioneered tjy Ultimat c in 
the eariier Aliier? a and Hnighi Lore, 
Sweevo's Wortd has n>ore ttinn a touch of 
humour added. The oddlookirig Sweevo, 
OJtplores a world o1 tiuge. lethal frtitt. while 
or '' f ,^^ks involves dropptftg leddy 
t^j> M;itlti> girls heads to Rqua^lhem? 

Tho 1 &4 screens of fun contann a wide range 
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of logical puz/les to enerctse (he otd grey 
mailer Bui oven if vougeia headact>e from 
trying loworK ■ itwoplustwois. you'll 

OEijoyttiewh.H, idoriulgamapl.iyand 

the clearly deemed anil di^liivrtivegrnptMcs. 
Surpnsingly enough this nttonlKMi to detail 
doesiri slow |t>e frenetic giwneplay at all 
Th4> speciai 12SK vdrsiori. called Bm$evo's 
Whified has Itie additkxi of mmi belter 
sound arKl many enhs screens and pu;^les- 



' Ocean Issue 43 

n 1 907. Ocean retesaed the so-called 
-.frade-"em-up. 7ar-P<an ah er many months 
of work on its deveto^ment Unforiunately 
only the t28K version ever appeared, bjt 
fitting sudi a complex, deep game tnto4SK 
would tvave been impossibly difficult The 
game is set in ttie mid- T9lh century, and the 
seaways of the Far East are full of mer- 
chanis. transporting their cargoes from pod 
to pon. trying to make a living. The pISiyer 
controls Oirk Struan, who is intent on mak- 
ing a fodune by trading wares m the Ortenl. 
He has obtained a loan of S3O0,IX]O wtnich 
must be repaid wit hm six months if he wants 
lo stay alive! Most of I he cash is us^ed on 
buying d ship A crew n^ust then l?e 
recruited, and cargo shipping can begin. 
Orx:e out al sea, more goods can tie 
acquiredtyy plundenngotfwrships. When tn 
harbour, the ciew can go into pubs and 
brotheis <nol very interesting. |ust tiring!). 
Cleverly designed and coloudyl graphics 
accompany this ttxiught-pFOvoking, mufti- 
faceted trading game- 1 28K sohware at Hs 
best 




AU CETI 



• CRL Issue 23 

"^ his Pete Cooke nonpareil uses a unique 
i ahadowing' technique for tts 3-D 
graphics ~ as the planet s sun rises and sets, 
the shadows o1 ttw tHjiklings stKirten and 
lengthen. Ttie sudacc of Tau Ceti III is pat- 
rolled by a diverse collection of robol guards 
lefl btitiind when (he original colonists were 
wiped out, PiM»»o a siate-of-the*art Shim- 
mer, the player scours the wai-stiaded 
tuiildings o1 Ihe many cities for ttie elusive 
coctJng rods. Tt>ose are rveeded lo shul 
down Ihe nucleair reactor which powers t he 
ptowfs auto-dofences Prowling flying 
saucers can be elin!)inaii.>d wiih a bursi of 
taeer rwe or by sending a lioming nrkissile. A 
kji of peofjie woukJ have been deliflhiod 
RrKHigh with the f^arrttc «cade action but 
Tau Cmi has a lot more deplh. involving a 
consWeraWe amount of strategy for suc- 
cess. The stufmtng 3-D graphics help to 
create a superb atmospfiere to compiement 
tfie cngtCMslng gamepfay - a tn>e. onginal 
masterptece of Specif umsollware 12aK 
owners can gel an enhanced verekm. Tau 
Cef^ TheSpecraffdrfjon 



ECHNICIAN 
TED 



• Hew son Issue 13 



HREE WEEKS IN PARADISE 
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ome unfairly described it as a Jet Set 
Wiliy done, txjl although Technictan 
Ted bears more than a marigiinal 
iTssemblarKe to that earlier |Mat1ornn classic , 
It contairns some devious problems toexer- 
C4sa thfi okl prey unattet , The gome is sei 
^jpropriaiely m a sihcon chip factory, where 
Ted has to find the chips (chips? where? any 
minee? - Nich) it is not possible to get into 
some o1 ttie rooms, and ihofe are nasties 
wtwch can get him (he starts oM with 32 
iivesi). Even with this large number of 
chances, the gan^ is eKtrornelv difficult. 
However, this does not detract from ihe 
deliglitful and sometimes hgirtioious 
gaiTNOptay. ar>d Tediritctari Ted stands as 
on<? of the very best plaTform gam^s ever 
created, »t Ofiginally cam« out at a 
krfcockdowne&,951 



HANATOS 

• Dure 1 1 Issue 35 

~ reated by ace Dureli progfammer, Mtke 
Richardson - crealor di Turbo Espnt 
among many others. Thgnatos is set m a 
mythicaJ world inhabited by dra^ixis and 
knights. The player con irote an amazingly 
large animated grtten dragon {weJJ, a wyvern 
reaf ly as n on(y has t vwo le^s) . by the name of 
TTtanalos. in a bid to rescue the imprisoned 
Sorceress Eros from ihe dutches oi ah evil 
Lord, The action takes ptace agairtst a stun - 
ning. parallax^scrotEtng baCkgnXind. Ttie 
mowwnent o1 the dragon rssuperbty smooth 
as it flaps »ls wmgs and swings its taik The 
knights (imy m relation to the dragon) throw 
9p«ars at him, but can be killed by a quick 
bbsi of Thanaios's firey breath. Another. 
perh^K more sadistic, meihod of edminat- 
ing the little men is to pick them up with 
Thanatos's sharp letans. lift them htgh into 
ttie air and drop thern Larger enemies 
indiKfe guii&. two-headed dragons and sea 
aarpents. All of these are animated to a very 
high standard Thanatos is a great game to 
watch and js even more fun io play 



Mtk^O'Gel^ Issue 26 

*iPhat perennially popular hero, Walty 

I Week, reappeared in March 1986 on a 
tropical iatand, Ttie title is aoomypun. refer- 
ring to the Week family: Wally, fits wi(e 
Wilma and their baby son. Herben (well. I 
never - Ed) Paradise is very much a mis* 
nomer tor the holiday resort it is inhabited 
by ttie Can Nibble tribe (does thai narrHi 
sound a bit wonying?} and Wifma and Her- 
bert have tieen invited to dinner with the 
tnbo, not realminp that they are on the menu' 
The game begins with Wilma hianging from 



HUNDERCATS 



• Elite Issue 46 

neoi Elite's best TV tie-ins recreates 
Ihe sword'Swinging act»on of the popu- 
Irrr caloon serws to great effect Gargoyle 
' ' irne5, authors of Ttr Na Nog and Dun 

ttach^c, devekiped this stylish romp tor 
L te. The agents o1 the sinister Mumm-ra 
have raide<l the Thundercats Lair arxj cap^ 
lured the Eye of Thundera (a magtc lewel (ol 
coufse)J along with a lew Thundercats The 
leader ol the teiin© heroes, bono (nothtng 
10 do with Ihe ll^oor-covenng), has vowed to 
rescue his frierKts (ttie mop mon?) and 
recapture tin& precious jewel. To dO this he 



a tree, and hterttert already in the cooking 
pot (poor chap) Wally alor^ can save them, 
but he IS undof threat from lions, blood- 
thirsty bals and even snails, all eKceltenily 
drawn and p(»irayed in bright 'n' ch^riul 
colours. This does lead to a tair amount of 
colour clash, but the player can choose to 
turn Ihe colour off lo prevent Wally irom 
merging with tf>e background -- a very 
thoughtful touch in a playable Wally game 
with perfect presentai»on. 



mosi fight his way through 1 4 levels of caves 
Bnd plains bon-o runs and lumps over 
ledges, battling agamsi hordes ol mutated 
life lorms against a smooth paraJteK-scrc^- 
Img background. Surpri^nf^ tor this 
technique, the backgrourw!saf«not rr>onoc- 
hromatic. but instead they're in coloured 
rows - a cunning way of avoiding attnbute 
clash Lion- o has brilliant anin^lion (m i ypi- 
cal Ga-goyle styte). and rnore importantly. 
Hw trantic swashbucklif»g gameplay is as 
good a$ ttm outstanding presentation. 
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OMAHAWK 

• Digital Integration Issue 23 

iwasfj! ' ..! (Xfjgrafns lo kncor- 

lxH ate ilKtfovtilultoaary Lonslott anii-pifacy 
ctemci ■' ' ■ '►:ly. IhffCfjnlrovfsrsy sw- 

raUjBi OVB1 : J V. ti i< I w<.>* t .' ^ r axc0itanl 

(telicoplfsr sirTiijljihoii : .^ .,...hu1oc4< many 
fTHjfilhs lu ;i(jp*jiir /illijr thr? trmital advorls. 
bitl was corlainty worth iho w.iii Daw Mat 
shaH.progiammef of ihe*wiriK-F f>nhuyf Pifat. 
croBlod o verv accu/ at> >t ilyintj 



many opttontt to Cha»^ woother condit»af>s 
otc. tne ^me ba&icasi^ involves zcxytuftg 
ihiouqti a 3-D landscape using guJis, roc- 
'-■' '-> mssites to destroy flnemjf targets, 
tude weA'drawfi tanks, field guns 



ttie Apacf>ti outoftheskyA ma&sj ve p)ay)ng 
area cJopKittsd by sfnootfn vector qraphics 
orhanc*iSth» ■ i created by thf? com- 

pfeiiefiisivo n ■ 1S and i^uges m tfw 

cochfMt One o1 the most reaJi*t«: Simula- 



^1 r SPEED ftLT. ir ROLL PITi;^ I 
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ANTED: MONTY MOLE 



• Gremlin Grapfiics Issue 9 

eleas«x9 fitw ifWj thi? Um tri ■ - '. <itrikQ in i 

1964. Wiwiftw/ Mjrrr> nr^ed ■ 

IjWTMJtIvouyftiiTVnowsiiulu itttiyamefoa- i 

1 ures n cruel cnr (calu r h f i( Ait I hur SaugW i 

oomploli.'' Willi ihinmntj hijir j;indtugconk. To i 

iiiciho urmKtds fui Ift^s tiodigiiiltod p<ortrayal i 

o1 ttw miners ' leador . Grem ii n (tecidacJ to j 

donaUi a sfttoM sum to the v.trikf ■ liind for i 

cnrtHY game sold Tho cuddly (at Hi; Monty i 

HHjrrwry!> down the mmo m a (biring bid to ^ 

vanquisti Scargill Tho qarrw's ? 1 .'iction- i 

fNicked screens canlain mnny na>>ties. such < 
»!> flyinq p4C4ie(s (rK>t the sinqirig k^rKl) ^r>d 



mar - ^"■"- i:gji - cnkey. talk aboiil bad 
^or* litions' Monty runs and jumps 

around I lie platforms. collectir>g cool arwl 
other usefut iteimis sucfi as drills amd ham- 
rne*s More tJarKjer li«s (fi the form ol huge 
crusfumg machknes which sqoash Manly flat 
as a pancake The use ot colour on the 
scToerts Is sensible and iivo«ids attf ibute 
clash, while Monty is ntcfily arimaled - 
when iw gels ktlled, aliltle mole angei floats 
upwards! Ona of the most playable plaitform 
garrws. 




AY OF THE 
EXPLODING 
FIST, THE 

• Melbourne House 
Issue 21 



I appeared m October 1 985 to much- 
dqsorwBd acclaim . Two smoothly ■ afiimated 
fighterst'tave access to 16 moves- ■ ,' 

to knock each other down . As we! 
iftg. a tighter cari btocit fws opponents 
mow-"^ and then make a counter -attack The 
, f ' . ! ' jr i .% absoiutefy fiorhf artmg, espeoaWy m 
< wQ-piayer mode. The sound also anhanoad 
\hii vidlsnt atmosphere with some great 
bashmg ellects (urghhh') Evkhi if you've got 
no ?rier>ds lo ptay against, the corr^iutef 
Opponents . whtch get more skilled as prog- 
r«« (S maide, provide a (oystick-iugr " 
challenga. The colourful bacKdroi:^ 
superb sprit&s complement a vicious but 
n^rrcfnoty enioyattte game which set ttte 
L'Kjard by which sut>sequenl beat "em- 
ups were to tie judged Figtiting Wafftofand 
Fifii Msuh'iftqiie'nlly IfjIlowBd. 



'AY OF THE 
TIGER 

ft Gremlin Graphics 
Issue 28 




"" . ased on tfw popular FO»t : 
-•^ of ifte same name, Way L-- .... .y,; 
developed the beat -em -up formula by sel- 
ling the actton in a unique triple scrolling' 
land Fighting tfltces place m ihetoreground, 
whtle mtdkjte and background areas show 
mctCiental action. The ptayer controls an 
oriental fighter who hopes to become a 
fstinja by defeating all the opponents hts 
tutor can throw at him. The game consists 
of three sectiorts. each featuring a different 
fighting style. Tf>e final level takes place in a 
beautiful temple which epitomizes the 
superb graphics found all the Wii ''i 

the game. The challeiri,gi(ig gan-w;; , v 
up to the excellent presentation - probably 
tfiie best beat-'em-up ever aeaied. 
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> Microsphere Issue 2 

Way back m (ssue 2. Cfiash reviewed 
this anrvazing motorbike game. The 
player ndes through Nightmare Park, which 
IS populaf ed by an imais such - - -^ - -■ - fjhogs 
and kangaroos which are pf arate' 

The t>iker is very weili'animate'a ub Ims falts 
from htsb^e many d'ttereril *ays Zooming 
around (he obstacles i& a ma^ challenge, 
and he is ltat>te lo crash rather often. The 
game contains extra skrif levels for expert 
ridois. While avoiding anirrais, the btker 
must pelorm wheeiies over bumps in the 
ro^ artd leap Qvef buses and cars - eat your 
hean etui. lEddieKiOdl They &ay simple Kteas 
are the tsest, and Iho unsophisticated 
garrwipiayf in WJee*emakes it tremendous^ 
acj^ictive - even after aJi (his time. 



HERE TIME 
STOOD STILL 

• Ocean Issue 54 

elm aland that lime forgot, Wfiere Ttme 
^Ooti Still has a detaited, scrolling 3-D 
tandacape populated by well-drawn 
di«i03aursar>d piefodactyts wh»ch suddenly 
appear to grab hold of one of t he game's 
four characters for their dinner, ^rret, 
Gtona, Dirk and the overweight Oive (NK::k 
Roberts?} explore a mysler lous world o( 
wonder and nasty surprises such as the 
swamp monster which throws out Its tenta- 
cles in a bid to capture one of the team. For- 
tunately, the land ^s littered with useful 
otjiects which can be picked up and marv 
ipulaled. using a simple menu sy^terti. The 
almosf^ere developed by the stunning 
graphics IS fun her enhanced by the fact that 
each of the four has his/her own individual 
personality - Clive is a real whrner and the 
old (also gels even more miserable wtien he 
gels stuck m the rope bridge. Little touches 
l*e the spear throwing cannibals and the 
scuttling werthog make Where Time Stood 
Sf'f'a legen<f in its cv^n time' A great tollow- 
up to The Grea^ Escape Irom Denton 
Designs. 



IZARD'S LAIR 

• Bubble Bus Issue 14 



ruelly descritied by some as an Atic 
Ataci^ionB. Steve Crow's Ws^Ufd's Latr 
has many dtotiriOt drfferences from that ear- 
ner Ultimate classic such as the varied 
enemies which each have a unique chafac- 
ter. Thus a certain amount of strategy m 
iieeded to iirx) the best way of defeating 
ttwrn The ptayer contr ols a I unny I ittle bloke 
by Ihe name of Pot Hole f*e1e, and must 
explofe tfie mn ' ' ' ^ ^ms in 

SeafCh of p*ece , lorr A vari- 

ety ol hi^l pi ul il i?i us <ii e 3»uutt4e!ft!d arourxi the 
256 locations including food. keys, gems 
and gold. Also coQectable are n^gic speM 
scrofts which allow Pt^tc- to gain irmte 0< any 
son of iu»m AMiKMiijti Wi/.vtj'!i latr bears 
more Itwin 'i resemblance to the 

legeniAiry /-.:.. ;... , H i»as«s superw 
graphics and a greatfir vmietyofgameplay. 
in Hiding on a successful t henui and impr ov - 
axg it Prc^pamrtwr. SlUvo Cfow wiint 0*1 to 
program the tMilhant Sfatrquoili^ 



> Hewson issue 42 

ominic Robirison and John Cumming 
isr (who went on to program Flying Shai* 
for Firebird) really excelled themselves m 
this top quality arcade-like garrte. Hewson 
have never been ones fof licensing - they 
don't need to. or want to They <ook at 
arcade games, take all their best points and 
make a game within Ihe Spectrum 's^ 
resiramts. not the licenstf^ restraints? 



ZynapS COuW easily be transferred to an 
arcade machine, ft follows the style of marvy 
AtemesfS-denved games. Unlike most, 
though, its superb useol cotour (very liberal) 
and last n' accurate action set it head and 
sfK>uiders above tfw rest One of the most 
addictive ar>d playable shoot- em-ups to 
come from any software tx>u&©! An all-time 
great 



iti /lei 
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OIDS 



# Marlech fssue 25 

Based on the popular pt&stic Tomy toys, 
Zoids involves the wars between the 
destructive Red Zoids and the more peace- 
ful Blue Zoids Those nasty Red Zoids have 
destroyed many of thetr rivals, but itw Blue 
Zoids who siill survive have buill a massive 
new Blue Zo*d called Zoidzilla. Unfodu- 
nalety, Zotdzilla was shattered by aner^my 
mis3^^ Initially piloting a Spi^Serzoid. the 
player must try to recover the sik hidden 
pieces ol 7 -• " • 1^ ■''h time one Js col- 
lected, tht ] is upgraded 10 a 



more powerful sorr. The ZortJ's many 
capabilities are accessed using an effective 
icon system. Windows appear to show the 
various types. of screen, all excellently 
defined and attractively cokxired. The mis- 
sion to buM Zoidzilla ts a difficult one and 
should prove a challenge for me very best 
games players Success involves a combi- 
rtation ol St rategy an d arcade skills and this 
is what makes Zotds so mtngiMig - albeit 
VERY hard. 
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